O que é animacgao?




Conceitos Gerais de Animacgao (CGA) - Linha do tempo
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uadros por segundo
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CGA - Quadros por segundo




CGA -1s,2s e 3s

24 FRAMES

2s

3s




CGA -1s,2s e 3s



http://www.youtube.com/watch?v=0r3d2eMw8Ws



http://www.youtube.com/watch?v=gnGcpzpgaFc&t=104

CGA - Menos frames aindar



http://www.youtube.com/watch?v=bZ9OsAMZZBs
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CGA - Terminologia - Keyframes/Breakdowns/Inbetweens
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CGA - Terminologia - Spacing e Timing
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CGA - Terminologia - Easing
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CGA - Os 12 principios da animagao
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CGA - Os 12 principios da animagao

#1 "2
SQUASH & STRETCH ANTICIPATION

#3 #4
STAGING STRAIGHT AHEAD & POSE TO POSE




CGA - Os 12 principios da animagao

#5
FOLLOW THROUGH & OVERLAPPING

#6 #8
SLOW IN & SLOW OUT SECONDARY ACTION




CGA - Os 12 principios da animagao

#9 #11
TIMING SOLID DRAWINGS

#10 #12
EXAGGERATION APPEAL




2D x 3D
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2D x 3D - Uma visao superticial
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2D x 3D - Uma visao superticial
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2D x 3D - Uma visao pratica




2D x 3D - Uma visao pratica
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2D x 3D - Uma visao pratica
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http://www.youtube.com/watch?v=4b9PYIxmcNc&t=784

2D x 3D - Uma visao funcional
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2D x 3D - Uma visao funcional
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2D x 3D - Uma visao funcional
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2D x 3D - Uma visao funcional
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2D x 3D - Uma visao funcional
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2D x 3D - Uma visao criativa
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2D x 3D - Uma visao criativa
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2D x 3D - Uma visao criativa
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2D x 3D - Qual a visao?




2D x 3D - Qual a visao?
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2D x 3D - Qual a visao?
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Tipos de animacao - 2D Tradicional
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Tipos de animacao - 2D Tradicional
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Tipos de animacao - 2D Vetorial
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Tipos de animacgao - Animacao Grafica
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Tipos de animacgao - 3D




Tipos de animacgao - Stop Motion
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2D Trad - Cada frame ¢ uma pintura?




2D Trad - Dinamicas ricas
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2D Trad - Afora
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2D Trad
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Animando 2D Trad - Bola - Keyframes Extremos
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Animando 2D Trad - Bola - Keyframes Secundarios




Animando 2D Trad - Bola - Breakdowns




Animando 2D Trad - Bola - Inbetweens




Expandindo - 2D Vetorial e Grafico
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2D Vector - Movimento nao destrutivo
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2D Vector - Versatilidade grafica
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2D Vector - Nao descarta o tradicional
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Animando 2D Vector - Bola - Extremos
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Animando 2D Vector - Bola - Arcos




Animando 2D Vector - Bola - Timing




Animando 2D Vector - Bola - Elasticidade
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Animando 2D Vector - Bola - Trocando Frames
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Animando 2D Vector - Bola - Elasticidade
@




Animando 2D Vector - Bola - Elasticidade
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Animando 2D Vector - Afora
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Animando 2D Vector - Afora
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Animando 2D Vector - Adentro?
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http://www.youtube.com/watch?v=Nsgsbu0O0JQ

Expandindo - 3D
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3D - Controle total da cena
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3D - Muitos estilos
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Animando 3D - Bola - Extremos




Animando 3D - Bola - Arcos




Animando 3D - Bola - Rotagao e timing




Animando 3D - Bola - Elasticidade




Animando 3D - Bola - Motion Blur?




Animando 3D - Bola - Eixo Z
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Animando 3D - Bola - Eixo
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Animando 3D - Bola
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Extra - Stop-Motion de mentirinha
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